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Kreedz interview

Interviewer: With the help of Moxx, we actually had the opportunity to send Kreedz himself a few questions on the actual making of the concept and his thoughts on today’s scene.

Interviewer: What was your inspiration to make such a map in the first place? Did you ever think that a whole community would arise from that concept?

Kreedz: I liked jumping and climbing from when I was very young, I remember my mother yelling at me to climb off the trees we had in the backyard. Then I went to the forest where she couldn't see me. When I grew older this translated into hiking and rock climbing. I was also a gamer and I wanted to see if we could get that kind of vertigo feeling inside a game, which did work pretty well!

Kreedz: At first those maps were made just to have some fun with friends, I don't even know how it ended up being played in other countries and I was pretty surprised about it but this encouraged me to make a lot more maps and start building up the KZ world.

Interviewer: What do you think about the development of the CSGO KZ community? Do you think that there should be more interaction between the CSGO and 1.6 KZ communities, or are they that much different?

Kreedz: I cannot say I've been much aware of how it went in the past years with new versions of counter-strike being out but I think besides the graphics quality the experience should remain the same. What is sad about CS 1.6 is that it is getting pretty old and that it is harder to get new people in. I think all KZ communities should try to move to the most recent version of the game.

Interviewer: What do you think about the state of KZ as it is today?

Kreedz: I'm always impressed about how active the xtreme-jumps.eu website is. Lots of new maps, tournaments and even hardware/money prizes for the winners. What is a bit sad is KZ being stuck inside another game, Soulfather did a great job with the KZ MOD but it didn't get popular enough to have the majority of the community move over to it.

Interviewer: What prompted your departure from the KZ scene? Do you think you’ll ever make a return?

Kreedz: Most of all it was a matter of not having enough free time. I was spending a lot of hours per week on mapping/managing all this and at some point I felt the community was big enough to go on by itself. There was a lot of great mappers out there that were doing an awesome job, I didn't feel I was that much needed anymore. I'm not sure about a return but if I do, it will be to either try to go on with the KZ MOD or make an iOS/Android KZ game but that's purely hypothetical for now.